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Vision Statement 


To create a deeper and better playing golf game that has all of the multimedia polish 
of PGA ''97. 


We will expand the scope of the game by adding more courses and improving how 
responsively players can interact with their virtual golfer. Game graphic improvements 
center around a more animated front end and a new hole preview system that 
replaces hole fly-bys. 


Main Features 


New front-end art 

New courses 

Professional Tour mode 

Hole overview and putting surface analyzer 
Fix camera zooms on PIP 

2 new control modes and mode configurability 
Incorporation of all new video and audio 
Use PGA 96 PC ball physics 

Better camera logic and functionality 
Caddie Off 

New scoring modes 

Multiple putting grids 

Improved in-game response time 

Loading and rendering optimizations 


New front-end art 


Animation and video bring menu screens to life throughout PGA '98 in ways TBD. The 
emphasis here will be to make the front-end screens less static through the use of 
animated sprites, video playback, color cycling, transparencies, and possibly 3d 
models that play to the strengths of the PS-X and Saturn console platforms. 


Following the motif of PGA '97, PGA '98 will have a uniformly simple menu interface 
designed around the console controllers. 


New courses 


PGA '98 will have more courses than any PGA console game before it. Dropping hole 
fly-bys frees up a tremendous amount of CD space which means having from three to 
six Courses On one disc! Consequently, new courses need to be added to those on-disc 
already. 


The final numbers here are currently unknown but will be spec'd in the TDD. 


The Professional Tour 


Having more courses available makes an exciting and rewarding new game mode 
possible in PGA '98: the Professional Tour. Players can't immediately jump into the tour: 
they have to qualify first by finishing 18 holes with a respectable score TBD. When they 
return to the main menu, the Pro Tour option appears in the hierarchy of choices. 


Selecting it cues a new video which sets the stage for a series of rounds that take 
players through all the courses on the disc, one at a time. At the beginning and 
conclusion of each course along the 'EA Pro Circuit,’ videos maintain the excitement 
and competitive thrill of participating in the grand tour. 


Hole overview and putting surface analyzer 


Replacing fly-bys found in previous versions of Golf is a new overview feature giving 
players an isometric bird's-eye preview of each hole. Animation represents strategies to 
best reach the green from the tee as well as highlighting dangerous spots up and down 
the hole. Audio streams in sync with the animation to give players a professional 
presentation produced to the same high standard as all multimedia found in the PGA 
series. 


Fix camera zooms on PIP 


Right now the PIP camera logic is functional but needs improvement; balls often land 
outside of the PIP field of view. Zooming the PIP camera out is the first step in addressing 
this issue. 


2 new control modes and control configurability 


Adding more control modes gives players more choices in how they want to play PGA 
'98. The addition of these modes also entails adjusting the controller configuration 
screen and in-game options menu so players can easily toggle between them. 


Incorporation of all new video and audio 


The addition of Tour mode, new videos for shoot-out mode, and the replacement of all 
color commentary with new material from a major TV personality expands the already 
impressive range of media in PGA '97. The '98 version requires integrating all new media 
including what is listed above, a new title sequence, and new music. 


Incorporate PGA TOUR 96 Ball Physics 
Updates to ball physics include improved ball flight, chipping and pitching. 


Better camera logic and functionality 


Minor improvements across the board vastly bolster this already existing feature. 
Improvements include changing the interface from text-based to graphic, making 
camera controls configurable on a per player based basis in multi-player games, and 
modifying the camera logic itself to optimize the viewing angles. 


New caddie off option 


Configuring this feature previously toggled club selection between automatic selection 
of the best club based on lie and distance (caddie on) and automatic selection of the 
best club based exclusively on distance (caddie off). 


Turning caddie off in PGA '98 results in eliminating automatic selection of clubs 
altogether! Instead, the game presents three clubs to the player, among which one is 
the best given the lie of the ball and distance from the tee while the other two are 
appropriate but not optimal. 


New scoring modes 


Two new scoring modes emphasize team play in PGA '98. Foursome pits two teams of 
two players alternating shots against each other in a Match Play format. Fourball puts 
four people onto two teams. Each player plays their own balls and the best scor for 
each team counts for every hole. The format followed in Fourball otherwise follows that 
of standard Match Play. 


New putting grids 

PGA '98 features the new putting grids created for PGA '97 PC. These grids give players 
more options in finding out about the topography and slope of the putting green. They 
include the cartesian coordinate grid(break) available in the current engine as well as 
a polar coordinate ‘spider’ grid(circular). 


Improved in-game response time 


Console gameplay depends on having immediate feedback from every player action 
and PGA '98 will benefit from improvements in this area. On-screen golfers should , 
respond instantaneously to player inputs instead of cueing shots and waiting for them 
to animate. Computer-controlled pros will still wait onscreen a few seconds before 
hitting their shots to simulate their focusing on every drive and put, but human players 
can swing as soon as they choose. 


TBD... Improving the response time between players and their in-game golfers may 
warrant some interface adjustments. For example, modifying the swing dial to animate 
during a players stroke instead of before it, such that players learn to time driving, 
slicing, and putting by watching their swing as well as the meter. 


Loading and rendering optimizations 


Making the player wait should be minimized wherever possible which means maximizing 
optimizations in the rendering engine so each hole draws faster. There are many 
unknowns involved here such as the development requirements (EA) for course data 
and how effectively the current engine structures and accesses their data. 


Additional Features 


Practice mode interface improvements 
Modifying ball graphics according to lie 
Different ball physics in rough settings 

Ability to toggle scoring screens in Skins mode 
Re-design and implementation of Save feature 
Golfer animation improvements 

New screens for skins events 

Re-vamped shot risk meter 

Meets all console manufacturing standards 


Practice mode interface improvements 


Currently practice mode lets players choose and play one hole at a time. 
Improvements here call for being able to cue a set of holes to play, and then being 
able to advance through holes by using a "next hole" menu option. 


Modifying ball graphics according to lie 
The top half of the ball should change according to where the ball lies. (when it is in 
rough, sand, pine straw, etc.) 


TBD whether it is worthwhile to modify the ball graphic in the PIP. 


Different ball physics in rough settings 


Increasing the difficulty of hitting out of the rough would enhance the realism of the 
impact of terrain on shooting. 


Ability to toggle scoring screens in Skins mode 


Adding this feature requires being able to toggle between the money count and the 
regular match play scoring card in Skins games. 


Re-design and implementation of save feature 


The save function must be updated to accommodate new features such as the Pro 
Tour and controller configurability. Keith will design the new flow. 


Golfer animation imrpovements 
Further touchup to golfer animation will be provided by EASM. 


New screens for skins events 


Since skins events are all about the money, adding a giant paycheck screen at the end 
of a skins tourney showing money won and the player's name will be a big reward. 


Re-vamped shot risk meter 


This feature requires the code integration of the re-worked pre-shot risk meter and 
power meter created by the Advanced team. 


Meets all console manufacturing standards 


New Loading Screens 


Both 32-bit console games have standards which require loading screens under certain 
circumstances. Many options are appropriate for these loading screens. Still-screen 
ideas include golf trivia Q & A, golf history excerpts, and official tour rules. Additionally, 
a piece of golf equipment that corresponds to the timing of the load screen animates 
in the foreground in an appropriate place. A putter, for example, would rotate over the 
center of a faded golf trivia screen while the engine renders the putting green for your 
next shot. If your next shot would be a tee off, a driver would appear in the load screen 
instead of a putter. 


Configurable Console 
Another console manufacturers standard requires having configurable controllers. 


New ideas and discussion items 


This section of the document catalogs features for discussion as well as features we 
would like to implement but probably won't due to time constraints. 


Pro Trainer mode 


Selecting this mode brings players to a uniquely new course overview screen that 
features a driving range, a few putting greens, a few mid-range special driving ranges, 
and even an assortment of bunkers and roughs. As in practice mode, players can easily 
jump from one ‘hole’ to another - in this case by pausing the game with sfart. 


This mode let's players focus purely on any one aspect of their game that they want to 
improve (which naturally corresponds to the type of hole they select to play). It might 
even include the dimension of having an Al ‘trainer’ giving players feedback on their 
shots. This trainer tracks patterns on a given hole and gives feedback according to 
each player's performance. 


Variety in golfer abilities 


Among the most exciting elements of golf is watching players with different strengths vie 
against each other for the lowest score on the same course. Some players drive the ball 
unbelievable distances while other players have a steadily consistent short game that 
always keeps them competitive. 


This variety in player ability can easily be represented in PGA '98 by affecting the 
difficulty of the shot meter on a per-player per-shot basis. A player excellent at driving 
the ball would experience easier timing with the shot meter while they're on the fairway 
at the cost of much more difficult timing when they use their putter, and vice versa. 
Balanced players would interface just like the generic golfers currently do. 


Having his variation broadens the definition of the 14 Pros and provides new strategy to 
the type of golfer a player uses. Parameters where abilities would vary are TBD. 


Shadows for caddies and flags 


Adding shadows for caddies and flags would maintain a more consistent depiction of 
the golfer moving through a course. Only golfers currently have shadows, and as they 
caddie and flag are focal points for visual attention, they should have them as well. 


EA has the art for these shadows. 


New putting green preview 


Having a putting green preview that really clearly shows the terrain of the green lets 
players make better decisions about how to strategize their short game. This preview 
feature can be a movie or a real-time rendered model. The movie would zoom in on 
the putting green from the new hole preview function and fly around the hole so 
players see it from all angles. The real-time model would be interactive on-screen. 
Players could rotate it and it would have the added benefit of being able to show the 
current flag position. 


Rendered player test 


Having a high-polygon player instead of the flc. players currently in the game would 
dramatically expand the variety in what players can do. The players would look 
awesome, too, since it is drawn after the view is rendered and is thereby enable to be 
an extremely high poly-count model. This feature comes at the opportunity cost of 
risking the classic realistic visual theme for the in-game golfing experience. 


Ted 


Putting PIP 


Although PIP is a great feature (that enables players to assess the lie of their ball), it is 
underused once you reach the putting green. Having a bird's eye view would help 
players precisely aim the ball from the same perspective that they would in real golf: 
looking down the shaft of their club. 


There may be some technical difficulties in showing the PIP ball rolling across the green, 
once players hit it. These are TBD. 


Configurable handicaps 


Handicaps let players balance their multi-player team or competitive games so 
everybody is playing at an even level. Setting handicaps could happen during the 
player selection process or as its own menu item. Handicaps turn off when players play 
in the Pro Tour mode and in other modes TBD. 


It would be great if handicap settings and player settings could be saved to memory 
such that whenever players grab their golfer in the future, every setting is fixed as they 
like it. 


Caddies moving after putts and chips 


In real golf, the caddie stands ready at the flag motionless until their golfer hits their shot 
(in putting and chipping situations), so as to not interrupt their golfer's concentration. 
Once the shot is hit, they lift the flag pole and wait for the ball to finish rolling. 


in PGA '97, caddies move before a player's shot animates. Adjusting caddies to 
behave as described above would add more realism to the short game in PGA '98. 


Tracking player stats for career 


Introducing career player stats enriches the total experience of playing a career in PGA 


'98. Players can follow their development and be competitive against themselves, 
trying to improve their course and circuit performance. 


